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ASHES 

(shared) 



DISSOLVE GUIDE 
(shared) 



WOOD NORMALS 
(shared) 



ASH NORMALS 
(shared) 








fixed dissolve = soturate(ashColor.a + _DissolveTime); // Dissolve guide stored in ash texture alpha 
fixed rounded = lerp(round(dissolve), dissolve, 0.4); 
fixed saturation = saturate(0.08 - _DissolveTime); 

levelColor. rgb = Contrast(Saturate(levelColor.rgb, saturation), saturation); 

fixed4 blended = lerp(ashColor, levelColor, rounded); 
fixed4 normals = lerp(ashNormals, level Normals, rounded); 
fixed gloss * lerp(0, levelColor. a, rounded); 
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Quaternions: “Compared to Euler angles they are simpler 
to compose and avoid the problem of aimbal lock . 
Compared to rotation matrices they are more numerically 
stable and may be more efficient.” (Wikipedia) 
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